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they rise from the grave! For 
blood and honor! 


a 
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OY up PLATE ARMORED STRANGER, ee, 
forward on their ghostly steed in the shade 
of night, aimless and without memory of 
their former life. In time, the memories 
shape and the past unravels, but purpose 
still looms out of reach. An aura of undeath 
surrounds the stranger, sending chills 

' down the spine of any who close the distance. All that 

remains is the strangers’ resolve of undying honor. 

As a man lies injuried, dying from a recent battle, the 
stranger sees a child nearby. The steed approaches, 
frightening the child as if the grim reaper himself had 
been approaching. As the child begs and pleads for 
mercy for his father, the knight reaches out to the child 
instead. The father took his last breath, and the child 
cried in terror as it rode in the night in the strangers 
arms. Once the child’s eyes opened, his home was in 
view and the stranger was nowhere to be found. His 
father lays on the ground, eyes closed and at peace. 


The cause for Honor 


When the Lich King’s control of his death knights was 


broken, his former champions sought revenge for the 
horrors committed under his command. After their 
vengeance was won, the death knights found 
themselves without a cause and without a home. One by 
one they trickled into the land of the living in search of a 
new purpose. Frost sharpens their strikes; blood 
fortifies their bodies; and undeath allows them to erupt 
in unholy rage in the heat of battle. A thousand 
atrocities are etched in the eyes of every death knight, 
and foes who gaze into them too long will feel the 
warmth pulled from their bodies, replaced with cold 
steel. 

In service of the Lich King, their minds were warped 
to obey. They betrayed their friends, slaughtered their 
own famiies, and laid waste to their own countries. 
Once proud warriors, wizards, and even paladins, 
became arbiters of death and decay for the enemies of 
the Lich King. His army, called The Scourge, and its 
dominance of the living realm, was the Death Knights 

— only purpose. But it would not last. As the Lich King fell, 

= so too did the warping of the minds of his Knights. 

aa Some lost all memory of themselves, while others 

a retained knowledge of the attrocities they caused. All 
found themselves feeling despair at the betrayal of their 
values of honor they had been forced to obey. After all, 
there is no honor in murder. 
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The Power of Death 


As arbiters of death, a Death Knight is able to harvest 
the negative energy from bringing an enemy closer to 
death by absorbing it into their runic weapon. Death 
Knights infect enemies with diseases, feed on the 
negative energy harnessed by their runic weapon, and 
unleash powerful spells to bring death to their enemies. 
Death Knights cast their spells using a resource known 
as “Runic Power.’ Runic Power may be gained by 
dealing damage with attacks to the Death Knight’s 
enemies and charging Power Runes. Death knights 
start with 2 Power Runes at level 1. 

When the Lich King created his army of Knights, he 
cursed them with dark magic that can only be cast by 
bringing other creatures closer to death. All living things 
possess a form of life which the Death Knight can use to 
power their Runic Weapon. Spells that utilize Runic 
Power may require a higher cost when they are more 
devastating. The stronger the spell, the more Runic 
Power will be needed. Spell slots are not ranked (1st, 
3rd, 5th, etc.) and instead are given higher Runic Power 
costs. Some features of this class will require you to 
sacrifice Power Runes, therefore reducing the Runic 
Power resource. These Power Runes can be reforged at 
the Ebon Hold when you take a long rest. 


e Gain 1 Power Rune at 3rd level, 9th level, and 13th as 
level. 


The Ebon Hold 


The Death Knights yearned to regain their honor again. 
Soon, they established their own order, which they “ 
called the “Knights of the Ebon Blade.” Hated by the s 
living, Death Knights find refuge in their order. As they 
established their own rune forge, the knights found 
themselves without guidance and leadership. In time, 
three orders emerged, each professing their own values 
and offering purpose to their members. The Death 
Knight devotes himself to these orders, hoping to 
become the successor to the Frozen Throne and 
establish a new leadership which restores the honor of 
all who serve their new King. 
——EEE——————— 

Gate to the Ebon Hold 

At second level, you gain the ability to open a portal to the 
Ebon hold during a long rest. You may reforge Soul Runes 
and/or Power Runes on your weapon(s). You may speak to 
Death Knights associated with this faction during this time. 
See Runeforging below for more information. 


Level Proficiency Bonus Features 
1st +2 
2nd +2 
3rd +2 
Ath +2 
5th +3 
6th +3 
7th +3 
8th +3 
9th +4 
10th +4 
11th +4 
12th +4 
13th +5 
14th +5 
15th +5 Devotion Feature 
16th +5 Ability Score improvement 

+6 Devotion Spell 

+6 Class Feature 

+6 Ability Score Improvement 
+6 Devotion Capstone 


Power runes 

RuneForging 

Devotion of Blasphemy 
Ability Score Improvement 
Devotion Feature 
Runeforging 


Devotion Feature 

Ability Score Improvement 
Class Feature 

Runeforging 

Devotion feature 

Ability Score improvement 
Class Feature 

Runeforging 
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As a Death Knight you gain the following class features: 
Primary stats: Strength, Wisdom 


e Hit Dice: 1d10 per Death Knight level 

e Hit Points at 1st Level: 10 + Constitution modifier 

e Hit Points at Higher Levels: 1d10 (or 6) + 
Constitution modifier per Death Knight level after 
1st 


Proficiencies 

e Armor: All armors 

e Weapons: Simple weapons, martial weapons 

e Tools: None 

e Saving Throws: Strength, wisdom 

e Skills: Choose two from Acrobatics, Arcana, 
Athletics, Insight, Intimidation, Investigation, 
Perception, and Survival 

e Immune to diseases 


Equipment 

e (a) 1 martial weapon or (b) 2 simple weapons 
e Explorer Pack 

¢ Chain mail 

e Unholy Sigil 

e Poisoner’s kit 
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Saving Throws 


Wisdom is your spellcasting ability for your Death 
Knight spells, since your power of magic comes from 
your exposure to death and experience in dark magic. 
You use your wisdom whenever a spell refers to your 
spellcasting ability. In addition, you use your Wisdom 
modifier when setting the saving throw DC for a Death 
Knight spell you cast. 


e Spell save DC=8+Wisdom Modifier+Proficiency 
e¢ Spell attack modifier=your proficiency bonus + your 
Wisdom Modifier 


Ebon Arts 


Death Knights may use their attack action to use 
abilities called “Ebon Arts.” Ebon Arts are unique 
attacks that generate Runic Power in addition to 
providing special effects similar to a spell. 

Ebon Arts may be used once a turn as an attack 
action and they do not require spell slots. When using 
extra attack, the first attack may be an Ebon Art and the 
second will be a normal attack. Once learned, an Ebon 
Art may be used at any time the Death Knight wishes to | 
make an attack action with their weapon. Each 
Devotion has 2 unique Ebon Arts, which are learned at 
3rd and 5th level. 


Cantrips 
At 1st level, you may choose 2 cantrips from the Death 
' Knight cantrip list (bottom of Class sheet). You learn 

- additional cantrips at higher levels, as indicated by the 
class table. 


RuneForging 


At 2nd level, you learn how to empower your weapon 
with a “Soul Rune” and to forge/reforge runes at the 
_ Ebon Hold. Death knights focus their dark energy 
- through their runes, which are applied to their weapon. 
A runic weapon is bound to the soul of the death knight. 
To engrave a Soul Rune onto a Death knight’s weapon 
is to gift the death knight’s very soul with power. Soul 
Runes can be engraved after a long rest at a runeforge 
in the Ebon Hold. Only one instance of a Soul Rune can 
be engraved at a time (unless otherwise specified). Only 
a death knight can safely wield an inscribed rune 
weapon. Any creature other than you holding it takes 
As 1d6 necrotic damage per rune inscribed at the 
beginning of each of its turns while holding or carrying 
the weapon(s). 

At higher levels (6th, 10th, 14th), gain extra soul rune 
slots to a maximum of 4 on all weapons. 


Extra Attack 


Beginning at 5th level, you can make a second attack 
whenever you take the attack action or use an Ebon Art 
on your turn. This attack is a normal attack and cannot 
be used as an Ebon Art. This attack generates 1 Runic 
Power. 


Wraith Walk 


At 9th level, you may be engulfed in shadows from the 
DeathRealm as an action for 5 minutes. Take the form 
of a wraith, becoming intangible and slightly hovering 
above the ground. You may walk through walls with half 
movement speed at this time. If you take damage, 
immediately become solid and if you are in a wall, be 
pushed out of it and take 1d10 force damage. You gain 
+3 to intimidation during this time. 


Anti-Magic Specialist 


At 13th level, learn 1 spell specializing in countering 
magical attacks. You may refund half of the spell cost if 


q you roll a 17 or higher once per long rest. 


_ Empower Rune Weapon 


At 18th level, you gain 1 additional Runic Power each 
turn when you hit with an attack action. You may spend 
an additional Runic Power when casting a spell to add 1 

_ damage dice as additional damage for the spell. You 
also learn the Ebon Art Soul Reap. 
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2nd level 

« Rune of Razorice: Gain +2 cold damage to each melee 
attack. You can freeze small sources of water. Rivers and 
large bodies of water become colder. 

« Rune of the Stoneskin Gargoyle: Gain +1 AC. Gain +2 on 
Intimidation. 

« Rune of Unending Thirst: Gain +2 health when dealing 
damage with a melee attack. You can drink blood instead 
of water. If you drink blood, you will not require sleep for 1 
day. 

« Rune of Lichbane Once inscribed onto the rune weapon, 
you gain advantage on all attacks against undead 
creatures. You may walk among the undead without 
provoking an attack. 


Oth level 


« Rune of Sanguiation: Death strike’s healing may be 
increased by your Strength modifier. Gain the ability to 
detect disease and poison in living creatures within 30 feet 
of you once per short/ long rest. You can determine the 
effect of the poison or disease if you succeed on an insight 
check. 

« Rune of the Apocalypse: You may sense danger for 1 minute 
within 120 feet as an action. You can only determine the 
source of danger (direction, intensity). You may only do 
this once until a long rest. 

« Rune of Hysteria: Gain 1 extra Runic Power if an Ebon Art 
rolls 18 or higher to hit. You can sense the heartbeat of 
creatures and can tell if they are afraid as an action. In 
addition, you may instill fear into a creature if they fail a 
Wisdom check. They roll with disadvantage when you 
intimidate them. You may only activate per short/long rest. 


10th level 


« Rune of the Fallen Crusader: As a Bonus action, expend a 
spell slot to regain 3d6 + strength modifier as hit points. 
Use once per long rest. Gain the ability to look into the 
memories of a corpse and determine cause of death. Must 
make a perception check. 

« Rune of Swordbreaking: Once inscribed on a rune weapon, 
you can use your reaction to give yourself a bonus of +2 to 
your AC until the end of your next turn. In addition, you no 
longer can be disarmed. Gain advantage on investigation 
checks if inspecting a weapon. 

« Rune of Cinderglacier: \f you roll 19 or higher to hit, attacks 
or Ebon Arts deal additional cold damage equal to your 
Wisdom modifier. You are immune to extreme cold and 
frigid water. 


14th level 

« Rune of Spellbreaking: Once inscribed on your rune 
weapon, you gain a bonus of +2 to all saving throws you 
make against spells, and to any dispel or counterspell | 
checks you make. As an action, you may cast detect magic = 
without using a power rune once per short or long rest. 

« Rune of the Deathbringer: Your rune weapon has an 
increased critical hit range of 1 or deals an additional : 
damage die of the weapon type upon landing a critical hit. « 
You can inscribe this rune a second time to gain the 

benefit you haven’t gained the first time. Living creatures 

have disadvantage on intimidation checks against you. 
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At 3rd level, Death Knights choose which Devotion of 
Blasphemy that they align themselves with. In the Ebon 
Hold, three factions exist which teach their own art of 
killing. Philisophically, as well as through Ebon and 
spellcasting arts, each Devotion differs in their abilities 

4s» and perspective on ending lives. Once the Lich King fell 
and his control of his Death Knights ceased, their minds 
were lathered in fog. Death Knights must decide which 
devotion they choose once they have regained a 
semblance of their sanity. A Death Knight may choose 
to make a Blood Devotion, Frost Devotion, or Unholy 
Devotion. Each devotion utilizes a disease to bolster 
their abilities. Cold is improved by Frost Fever, healing 
by Blood Plague, and enemies are weakened by Virule 
Plague and Festering Wound. Those who make a c 
devotion to Blood, Frost, or Unholy gain wisdom in their 
art of killing. Mastery of their dark power requires 
discipline. Only those truly worthy of the Frozen Throne 
may gain the Presence of a true king. 


_ Summary - | 
 - Power Runes: Start with 2 at 1st level. Use these runes to © 
cast spells. Gain another rune at 3rd, 9th, and 13th level. fi 
Soul Runes: Gained at 2nd level. Imbue your soul with 

power again at 6th, 10th, and 14th level. 


Ebon Hold: Reforge runes during a short or long rest by 
opening a portal to the Ebon Hold! 
Ebon Arts: Special attack action. Generates Runic Power. 
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Devote yourself to the teachings of Frost, gaining 
resistance to cold. You may move unhindered while on 
icy terrain. 

A Death Knight who devotes themselves to the 
teachings of frost worships the source of frozen death 
itself: Frostmourne, the original runic weapon and 
harbinger of doom to all living things. All Death Knights 
originate from Frostmourne and had life breathed into 
them through its cold nectrotic power. All living things 
require heat to live, therefore the Frost Devotion 


core, snuffing out the flame of life. 
Those who devote themselves to the original sin of 
unlife are bolstered with a portion of Frostmourne’s 


energy, surging with the power to freeze their enemies 
and infect them with frost fever. Frost Death Knights 
believe there must always be a Lich King to control the 
Scourge, and they burden themselves with the 
responsibility of the Frozen Throne, praying their 
sacrifice may restore their lost honor. 

Those who follow this devotion have little interest in 
connecting with others. Their attachments in their past 
life were severed with death and blood by their own 
hands, after all. Many Frost Death Knights find peace in 
the solitude that this devotion often offers. 

Many struggle to cooperate with others, but some 
recall their experience fighting among friends. 

Most seek to destroy the wicked with the utmost 
force, quickly and efficiently. Few have patience for an 
enemy that breathes after the first strike. Fewer still 


have patience for the cowards who cast spells from afar, 

opting to freeze their enemies’ minds and wrap them in 

icy chains as punishment for their sin. Some seek honor 

for noble purposes, while others selfishly desire 

repentence without concern for the petty acceptance of 

the living. ™- 


POUCH 


At 3rd level, as a bonus action, you may extend your 
consciousness to a target creature within 60 feet, 
afflicting them with Frost Fever if they fail a constitution 
saving throw. 


i eee eee eee 


Frost Fever 

Frost death knights can apply Frost Fever, a disease that 

increases damage by 1d4 from cold attacks and spells equal 

to the number of soul runes forged on the rune weapon (1- tal 
4). Movement is reduced by half. Frost fever lasts 24 hours 

and can be cured like any other disease. Cannot be applied to 

non-organic constructs, such as a statue monster or 

elemental. | 
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At 5th level, as a bonus action, you may sacrifice 1 
Power Rune to add an additional die to an attack or 
Ebon Art. If you are attacking a creature infected with 
Frost Fever, gain +1 critical hit range on this attack or 
Ebon Art. You may use this bonus action once until a 
long rest. Power Runes lost this way must be reforged 
at the Ebon Hold. 


At 7th level, as an action, you may sacrifice 1 Power 
Rune to chill the area around you for 120 feet for 3 
turns (up to 1 minute out of combat). During this time, 
snow falls and obstructs the vision of creatures. You 
gain advantage on spells and attacks, as well as saving 
throws. Creatures infected with Frost Fever gain 
disadvantage on attacks and saving throws. Only usable 
once until a long rest. You must reforge Power Runes 
lost this way at the Ebon Hold. 


At 11th level, you may sacrifice 2 Power Runes as a 
bonus action to gain an extra Ebon Art this turn. Your 
critical hit range increases by +2 and targets infected 
with Frost Fever are Frozen in ice upon a successful hit 
from any attack you make this turn. They make a 


Strength saving throw on each of their turns. Ona 
successful save, they break free of the ice. You are 
immune to charms and fear effects until the end of 
combat. 


At 15th level, you may sacrifice 3 Power Runes as an 
action to unleash a breath of cold in a cone in front of 
you. All creatures make a Constitution saving throw. If 
successful, they take half of 10d10 cold damage and 
their feet are frozen. Their spell attacks have 


disadvantage on their next turn. On a failed save, they 
take full damage and are frozen in place, unable to take 
any actions until they roll a successful Strength saving 
throw on each of their turns. If creatures are infected 
with Frost Fever, gain advantage on your spells and 
attacks as long as they are Frozen. 


& - At 20th level, eminate a frozen aura as a bonus action 
for 10 minutes. Increase critical hit range by 2 and gain 
advantage on humanoid and beast enemies infected 
with Frost Fever. As a bonus action, you may sacrifice 
this presence to incapacitate enemies, encasing them in 
ice in a 30 feet radius if they fail a Constitution saving 
throw. If they are infected with Frost Fever, gain 
advantage on that creature when you make an attack. 

; You cannot use this Presence again until a long rest. 
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Learned at 3rd level (Ebon Art) 
Casting Time: 1 action 

Range: Melee 

Effect: Gain 1 Runic Power 


You strike an enemy with your Rune Weapon, dealing 
cold damage and applying bonus damage equal to your 
critical hit range. If target is infected with Frost Fever, 
Gain +2 to critical hit Range on this attack. 

At 10th level, double bonus damage and increase 
critical hit range by +3 instead. 


Or OF NIT Ter 
Learned at 3rd level 


Casting Time: Action 
Range: 120 feet 
Cost: 1 Runic Power 


Your rune weapon conjures the Horn of Winter. The 
horn creates a sound that bellows in the surrounding 
area, granting you and your allies an extra 1d4 cold 
damage for each soul rune engraved on your equipped 
rune weapon on their damage rolls next turn. May only 
use this spell once until a long rest. 


ou: WEAPON 
Learned at 3rd level 


Range: Self 


Casting Time: 1 bonus action 2 
Cost: 1 Runic Power Nl 


Your equipped Rune Weapon(s) is empowered with a 
Frost enchantment, dealing +1d6 cold damage and 
infecting them with Frost Fever on the next successful 9 
attack. You gain +1 critical hit range when attacking a 
creature infected wth Frost Fever. May only apply one 
instance of this enchantment on a weapon at a time. 
Lasts for 10 minutes. 


Pate om 


3 


now ine Brast 
Learned at 5th level 


Casting Time: 1 action 
Range: 50 feet 
Cost: 2 Runic Power 


Point the rune weapon at an enemy and unleashes a 
torrent of cold magic, summoning a frozen blast at the 
target location and dealing 3d8 cold damage to target 
creature and 3d6 cold damage to all enemies within 20 
feet of the target if they fail a Constitution saving throw. 
Enemies hit are infected with Frost Fever . A creature 
already infected with Frost Fever is encased in ice, 
incapacitated for 1 turn. On a successful save, they take 
half damage, are not infected with Frost Fever, and do 
not have reduced movement. 

At higher levels: add 1d8 and 1d6 at level 8, 12, and 
16. 


Rime wave 
Learned at 5th level 
Casting Time: 1 action 


Range: 60 feet 
Cost: 2 Runic Power 


Unleash a wave of cold with a swing of your Rune 
Weapon(s), dealing 2d12 cold damage to target creature 
and leaving a trail of rime that creates icy terrain 10 feet 
wide. Creatures infected with Frost Fever must make a 
constitution saving throw while stepping on it the first 
time. If they fail, they take 1d6 cold damage and you 
gain +1 critical hit range if you attack them next turn. 
The rime depletes after 1 turn. This rime can be melted 
away with any fire damage. 

At higher levels: add 1d12 at level 8, 12, and 16 


PrOstocyrne 

Learned at 5th level (Ebon Art) 
Casting Time: 1 action 

Range: 15 feet 

Effect: Gain 2 Runic Power 


Freeze your weapon, transforming it into a magical 
scythe and dealing half weapon damage as cold 
(rounded up), hitting all creatures in a cone in front of 
you. Enemies hit have their movement slowed by half. 
Enemies infected with Frost Fever must make a 
constitution saving throw. If they fail, they are frozen in 
ice (incapacitated) for 1 turn. May use once until a short 
or long rest. 
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Learned at 7th level 


Casting Time: 1 action 
Range: 60 feet 

Cost: 2 Runic Power 
Duration: 2 turns 


Icy chains wrap around the target and they make a 
dexterity saving throw. On a failed save, they are 
restrained by icey chains for 2 turns. On a successful 
save, they have their movement reduced by half. If the 
target is infected with Frost Fever, the target is 
incapacitated on a failed save and restrained ona 
succesful save. They make a strength saving throw for 
the duration of this spell. On a successful save, they 
break free. 


ina reece 
Learned at 7th level 


Casting Time: 1 action 
Range: 60 feet 
Cost: 2 Runic Power 


Assault an enemy’s mind with cold. Target enemy 
makes an intelligence saving throw. If the target has 
Frost Fever, they have disadvantage. On a successful 


save, their next spell has disadvantage. On a failed save, 
target can’t cast a spell next turn and if target is infected 
with Frost Fever, gain advantage on your next attack 
against them. 


CY LAOns 
Learned at 11th level 


Casting Time: 1 bonus action 
Range: Self 
Cost: 3 Runic Power 


Your hands become imbued with a blessing from 
Frostmourne. Until the end of combat, your attacks 
have +1 critical hit range and deal 1d6 extra damage on 
each weapon. Enemies infected with Frost Fever are 
attacked with advantage. = 


CEDOURG FOFrsiuae 
Learned at 11th level 
Casting Time: 1 action 
Cost: 3 Runic Power 
Duration: 4 turns 


Your blood freezes, gaining resistance against attacks . 
and spells. Cannot be charmed, restrained, controlled, 
stunned, or have movement impaired (except by terain) 

for the duration. Fire damage dispels Icebound 
Fortitude. 


Learned at 11th level 


Casting Time: 1 action 
Range: 50 feet 

Cost: 3 Runic Power 
Duration: Instantaneous 


Stomp the ground and unleash a wave of winter’s fury, 
sending spikes of ice that advance forward dealing 8d8 
cold damage and slowing creatures by half their 
movement speed if they fail a dexterity saving throw. On 
a successful save, they take half damage rounded down. 
Enemies hit that are infected with Frost Fever make a 
Dexterity saving throw. On a failed save, they are 
restrained for 2 turns by ice. 


PrOstuicn ura 
Learned at 17th level 


Casting Time: 1 action 
Range: Self 

Cost: 5 Runic Power 
Duration: 5 turns 


Become imbued with negative energy, reducing your 
body to subzero temperatures and bursting with an icy 
aura. Creatures that hit you with a melee attack take 
10d6 cold damage. Enemies infected with Frost Fever 
make a constitution saving throw. On a failed save, they 
gain disadvantage against you on their next attack and 
your critical hit range increases by +3 on your next 
attack against the creature. On a successful save, your 
critical hit range increases by +1 on your next attack 
against the creature. 


a PCrmarrost Pisce 

; ae Learned at 17th level 

- Cost: 5 Runic Power 
Range: Self 

Casting time: 1 bonus action 
Duration: 3 turns 


Your Runic Weapon pulsates with a cold aura, 
increasing damage you deal with attacks and Ebon Arts 
if you have less than 3 Runic Power. You deal 3d6 cold 
damage on each successful cold attack with your Runi 
Weapon. Enemies infected with Frost Fever have their 
wounds frozen when damaged by you while permafro 
pulse is active. On their turns, they make a constitutio 
*saving throw. On a failed save, their wounds make them 
ulnerable to cold. You gain +2 critical hit range on _ = 
them next turn if you attack their frozen wound. 
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Learned at 17th level 

Frost Knigh 


Cost: 5 Runic Power NiINsA Hyper 


Range: 120 feet 
Casting Time: 1 action 
Duration: channeled for 2 turns 


Plunge your Runic Weapon into the ground, instilling 
necrotic and cold magic from the DeathRealm. You 
summon a Frostwyrm from the earth to attack a 
creature or area of your choosing. The Frostwyrm flys 
into the air and breathes a cold nova at a target creature 
or area, dealing 10d12 cold damage in a 50 feet wide 
zone and leaving behind acursed Frost Fire. The area 
burns with cold flame, dealing 4d4 cold to each creature 
that is in the zone at the beginning of their turns and 
creating icy terrain for 3 turns. You have +2 critical hit 
range against Creatures infected with Frost Fever that 
are in the zone. The Frostwyrm turns to dust at the end 
of the turn that it is summoned. 
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MASTER OF DECAY 
Devote yoursef to the teachings of the Unholy, gaining 
resistance to necrotic. Raise Unholy Ghoul no longer 
costs Runic Power. 

As a Knight of unholy devotion, you yearn for wisdom 
in the cycle of life and death. The Unholy Death Knight 
seeks power from mastery of this natural cycle, 
overcoming the limitations placed on the world of the 
living and unduing the fabric that weaves the natural 
order of things. 

Unholy Death Knights utilize their power to inflict 
terrible diseases on their enemies, seeing those who act 
dishonorably as being unworthy of a peaceful transition 
into the realm of death. Merciless to those whom the 
Unholy Death Knight deems unfit for living, he or she 
masters necrotic summonings and deadly disease 
magic to inflict as much pain on the unworthy as 
possible. Many of them believe honor in undeath can 
only be achieved by merciless slaughter of the 
dishonorable. Some believe mastery of the unholy may 
allow them to control and restrain all evil in the world. 

They seek the Frozen Throne to restore Death 
Knights as a force to be feared, but they often seek to be 
honorable and noble to those who have done no wrong. 
However, some Unholy Death Knights don’t concern 
themselves with the living and may stray from the path 
of nobility to them in favor of creating their own society 
of undead. Regardless of their motivations, the Unholy 
Death Knight is a force to be feared. 


Outbreak 


At 3rd level, as a bonus action, curse the air around 
target creature within 60 feet, infecting them with 
Virulent Plague if they fail a constitution saving throw. If 
they are already infected with Virulent Plague, they gain 
a Festering Wound. The plague spreads on the infected 


creature’s next turn to another target creature within 20 
feet. That creature must also make a saving throw. 
ee * 
Virulent Plague 
A disease that infects creatures, reducing damage they deal 
from attacks by 1d4 for each Soul Rune forged on your rune 


weapon(s). Cannot be applied to constructs or undead. Lasts 
24 hours. 


Festering Wounds 

A pustulent lesion that grows when the plague spreads. 
When Festering Wound is burst, it deals necrotic damage to 
the creature equal to your Wisdom modifiert+constitution 
modifier. Cannot be applied to constructs or undead. 
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Gudden Doom 


At 5th level, as a bonus action, you may sacrifice a 
Power Rune to increase the damage by your next 
necrotic source by an additional damage die. Enemy 
creatures within 60 feet must make a Wisdom saving 
throw. Upon a failed save, the creatures become afraid 
of you for 1 minute. They are unable to take any action 
until the fear is dispelled. Damage dealt to them ends 
this effect. Constructs and undead cannot be feared by 
this effect. You may only use this once until a short or 
long rest. Power Runes lost this way may be reforged at 
the Ebon Hold during a long rest. 


Cantrai Undead 


At 7th level, you may sacrifice 1 Power Rune and your 
Unholy Ghoul to attempt to control an undead. Target 
undead creature makes a Wisdom saving throw. If they 
fail, you may control its’ actions for 1 minute or for 3 
turns during combat. You may use a bonus action to 
give simple commands and attack target creatures. It 
makes a Wisdom saving throw every turn during 
combat that it is controlled. Upon a successful save, it 
breaks free of your control. 


Will of the Necropolis 


At 11th level, you may sacrifice 2 Power Runes as a 
reaction to gain the Will of the Necropolis. Necrotic 
power from the deathrealm surges through your body, 
granting unholy resistance to all attacks and spells until 
your next turn. You may absorb your Ghoul and gain its’ 
damage dice as spell and weapon damage next turn. 


Abomination Limb 

At 15th level, you may sacrifice 3 Power Runes as a 
bonus action to sprout several necrotic arms that attack 
enemy creatures in a 20 feet area around you. 3 limbs 
attack creatures for necrotic damage equal to double 
your proficiency+Wisdom modifier. These limbs cannot 
be attacked and last for 5 turns. Enemies that attempt to 
disengage must make a dexterity saving throw. Ona 
failed save, the limbs pull that creature toward you, 
granting you a reaction and advantage on your next 
attack. Creatures that are twice your size cannot be 
pulled. Creatures infected with Virulent Plague are 
given Festering Wounds when dealt damage by these 
limbs. Creatures with Festering Wounds have their 
wounds burst by these limbs. 


At 20th level, you may emenate an aura of the unholy as 
a bonus action for 10 minutes. Gain advantage on 
undead and fiends. Enemies make Constitution saving 
throws at disadvantage. As a bonus action, you may 
sacrifice this presence to make all enemies in combat 
cower in fear if they fail a Wisdom saving throw. If they 
fail, they are terrified of you for 1 minute until they are 
dealt damage. While terrified, they cannot make any 
action. You may only use this bonus action once until a 
long rest. 


Unholy Zhon 
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Scourge Strike 


Learned at 3rd level (Ebon Art) 


Casting Time: 1 action 
Range: melee range 
Effect: Gain 1 Runic Power 


Use your runic weapon to strike your enemy with 
unholy power, causing necrotic damage and bursting a 
Festering Wound. Enemies infected with Virulent 
Plague take 1d4 necrotic damage for each Soul Rune 
engraved on your equipped Rune Weapon when 
attacked by your ghoul next turn. 

At higher level (10th), bursting a Festering Wound 
increases the next attack or spell damage dealt to them 
by your wisdom modifier. Add 1d8 extra damage from 
your ghoul on its next attack if target creature is 
infected with Virulent Plague 


Rotten Touch 


Learned at 3rd level 


Casting Time: 1 Action 
Range: Touch 

Cost: 1 Runic Power 
Duration: 24 hours 


Your hand becomes enchanted with unholy energy, 
imbuing a target object with Virulent Plague. Any 
creature that touches this object takes 1d4 necrotic 
damage for every soul rune engraved on your equipped 
Rune weapon every minute that they continue to touch 
it (every turn during combat). The creature must make a 
constitution saving throw on each turn that they touch 
the object. On a failed save, the creature is infected with 


Virulent Plague and gains a Festering Wound. 
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Festering Strike 
Learned at 5th level (Ebon Art) 


Casting Time: 1 action 
Range: Melee 
Effect: Gain 2 Runic Power 


Strike your enemy with your rune weapon as necrotic 
damage. If target is infected with Virulent Plague, they 
gain a Festering Wound and your Unholy Ghoul gains 
advantage on its’ next attack against that creature on its’ 
next turn. 


Epidemic 
Learned at 5th level 


Casting Time: 1 action 
Range: Self, 60 feet radius as a sphere. 
Cost: 2 Runic Power 


Raise your runic weapon into the air, channeling unholy 
power and sending a pulsation in a wide area around 
you. All creatures infected with Virulent Plague make a 
constitution saving throw. On a failed save, all enemies 
infected with Virulent Plague are dealt 6d8 necrotic 
damage and their Festering Wound bursts. Ona 
successful save, they take half that damage rounded up. 


Ebon Fever 


Learned at 5th level 


Casting Time: 1 action 
Range: 80 feet 
Cost: 2 Runic Power 


Target creature makes a constitution saving throw. On a 
failed save, the creature becomes infected with Ebon 
Fever for 1 day. The creature attacks at disadvantage. If 
the creature is infected with Virulent Plague, it has 
disadvantage on all constitution checks and saving 
throws. If the creature has Festering Wound, they have 
disadvantage on all wisdom checks and saving throws. 


Dark Transformation 


Learned at 7th level 


Casting Time: 1 action 
Range: 80 feet 

Cost: 2 Runic Power, 1 Ghoul 
Duration: 10 minutes 


Transform your ghoul into a horrific undead 
monstrosity, gaining extra life and new abilities. 


e Applies Festering Wound with each attack if enemy 
creature is infected with Virulent Plague. 

e Gains total health equal to % death knight’s. 

e Gain extra attack 
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Learned at 7th level 


Casting Time: 1 action 
Range: Self, 40 feet radius 
Cost: 2 Runic Power 
Duration: 1 minute 


Curse the area around you in a 40 feet radius. Creatures 
in the area make a constitution saving throw on their 
turns if they are within the area of effect. On a failed 
save, deal 7d8 necrotic damage + 1d6 necrotic damage 
if they have a Festering Wound. On a successful save, 
deal half that damage rounded up. If enemies are 
infected with Virulent Plague, your ghoul attacks them 
with advantage while in the target area. 


Unholy Blight 


Learned at 11th level 


Casting Time: 1 action 
Range: Self, 20 feet radius 
Cost: 3 Runic Power 
Duration: 3 turns 


Surround yourself with a vile swarm of insects in a 20 
feet radius for 3 turns, dealing 11d8 necrotic damage to 
each creature within range on their turns if they fail a 
Constitution saving throw. On a successful save, they 
take half damage. Infect enemies with Virulent Plague 
and they gain a Festering Wound on each turn that they 
are within range if they fail a Wisdom saving throw. 
Dispelled if you take fire damage. 


Death's Advance 


Learned at 11th level 


Casting Time: 1 action 
Range: Self 

Cost: 3 Runic Power 
Duration: 1 minute 


Unholy power surges through you, increasing 
movement speed by 15 per action and making you 
immune to forced movement effects. If moving toward a 
target infected by Virulent Plague, gain 10 feet more 
movement per action. Attack with advantage if your 
target has Festering Wound. 
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Pestilence 
Learned at level 11 


Casting Time: 1 Action 
Range: 60 feet 
Cost: 3 Runic Power 


Target creature within range makes a Constitution 

saving throw. If they are infected with Virulent Plague, 

they roll at disadvantage. On a successful save, they > 
take half damage from this spell. On a failed save, they 

take 8d8 necrotic damage and become infected with 

one of the following diseases: 


e Blinding Sickness. Pain grips the creature’s mind, 
and its eyes turn milky white. The creature has 
disadvantage on Wisdom checks and Wisdom saving 
throws and is blinded. . 

e Filth Fever. A raging fever sweeps through the 
creature’s body. The creature has disadvantage on 
Strength checks, Strength saving throws, and attack 
rolls that use Strength. 

e Flesh Rot. The creature’s flesh decays. The creature 
has disadvantage on Charisma checks and 
vulnerability to all damage. 4 

e Mindfire. The creature’s mind becomes feverish. The 
creature has disadvantage on Intelligence checks 
and Intelligence saving throws, and the creature 
behaves as if under the effects of the confusion spell 
during combat. 

e Seizure. The creature is overcome with shaking. The ¥ 
creature has disadvantage on Dexterity checks, , 
Dexterity saving throws, and attack rolls that use 
Dexterity. 

e Slimy Doom. The creature begins to bleed 
uncontrollably. The creature has disadvantage on 
Constitution checks and Constitution saving throws. 
In addition, whenever the creature takes damage, it 
is stunned until the end of its next turn. 


Necrotic Gargoyle Form 


Learned at 17th level 


Casting time: 1 action 
Range: Self 

Cost: 5 Runic Power 
Duration: 10 minutes 


Channel all of your Runic Power into your body, 
transforming you into a monstrous Necrotic Gargoyle. 
Double in size and gain the ability to fly. While in this 
form, you gain resistance to Necrotic, Lightning, and 
piercing damage. Your spells and attacks poison 
enemies, dealing 2d8 damage on each of their turns for 
3 turns. Your Ghoul becomes empowered, attacking 
with advantage as long as your are transformed. 
Enemies infected with Virulent plague make a Strength 
saving throw when they attack you. If they fail, they deal 
half damage to you this turn. ~ 


Rapid Decomposition 
Learned at 17th level 

Cost: 5 Runic Power 

Range: 120 feet 

Duration: 5 turns 

Speed: | action 


Target creature that is infected with Virulent Plague is 
afflicted with further decay. They take 8d4 necrotic 
damage at the beginning of their turns for 5 turns. At 
the beginning of their turn for 5 turns, they make a 
wisdom saving throw. On a failed save, they hallucinate 
their worst fears and become terrified for one turn. A 
terrified creature cannot take any actions unless they 
are dealt damage. A creature with a Festering Wound 
deals 8d4 less damage on their turns. 


Dark Simuilacrum 


Learned at 17th level 


Cost: 5 runes 
Range: 200 feet 
Duration: 1 hour 


A dark ward is instilled in target creature’s soul. 
Whenever they cast a spell, they must make a Wisdom 
saving throw. On a failed save, gain control of that spell. 
You may change targets and the direction of the spell. If 
they are infected with Virulent Plague, they attempt a 
wisdom saving throw at disadvantage. If they have a 

: Festering Wound, it bursts when their spell is cast. The 

* dark ward is dispelled after 3 spells are cast. 


The Damned Return 
“Would you like to know the secret to eternal happiness? 
Once you head down the dark path, forever will it dominate 


your destiny” 
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All that | am: anger, cruelty, vengeance - - bestow upon you, my 
chosen knight. | have granted you immortality so that you may 
herald in a new, dark age for the Scourge.” 
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UN 
THIRST 


Devote yourself to the teachings of vampiric 
exsanguination to gain +1 AC and +10 health. 

As a Knight of Blood Devotion, you seek wisdom in 
the art of extracting life itself. Blood Death Knights 
yearn for honor in battle. Having been robbed of their 
honor serving the Lich King, they desperately seek 
repentence for their misdeeds by bathing in the blood of 
the wicked. Those rare few who survive to tell the tale of 
their encounter with a Blood Death Knight cower in fear 
of the sight of frenzied bloodthirst. 

Life sucked from the flesh of their enemies bolsters 
their vigilance in battle, allowing them to fight and bring 
death with greater endurance than any mortal soul. 
These Death Knights often come in all shapes and sizes, 
but most have one thing in common: they love battle. 
Crushing and maiming their enemies with the tip of 
their blades are among the few joys in life for the 
unfortunate souls that walk the path of the Blood 
Devotion. 

Some recall some memories of life before their 
bloodthirst, while others have forgotten any other 
meaningful existence in their past life. While Blood 
Death Knights love battle, none revel in the death of the 
innocent or weak. It’s considered shameful to spill the 
blood of the weak and defenseless. 
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Though Blood Death Knights are cruel to their enemies, 
some can be known to be kind and gentle to the living, 
so long as you don’t taunt them. Many of the Blood 
Devotion seek to become the next Lich King to bring a 
new era of peace throughout the living realm. Others 
desire the throne to restore the honor of all Death 
Knights. Some seek to create an endless utopia of 
bloodshed, raising the armies of the Scourge once again 
to crush the wicked with the utmost force. Few Blood 
Death Knights are evil, but there are some who have 
only selfish desires for reveling in war at any cost. 
These selfish few usually become at odds with the ways 
of the Ebon Hold, and become excommunicated. 

One thing is certain: those who are dishonorable 
learn to feel the weight of their sin when they draw the 
gaze of a Blood Death Knight. 


BLOOP Bolt 


At 3rd level, as a bonus action, unleash a vampiric 

warcry, infecting all creatures surrounding you in a 20 

feet radius in a sphere with Blood Plague if they fail a 

constitution saving throw. 

, 
BLPPP PLAGUE 
A bloodborne disease which enhances attacks and spells, as 
well as draining X health from them and healing you on their 
turn, where X is equal to 1d4 for each Soul Rune engraved on 
your equipped rune weapon(s). This disease lasts for 10 
minutes. Constructs, undead, and any creature that has no 
blood cannot be infected with this disease. 


Blood Death Knights can only be healed by blood spells, 
potions, and short/long rests. 
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PURGATORY 


At 5th level, you may sacrifice 1 Power Rune as a 
reaction when your health is reduced to 0. You may 
instead reduce it to 1 health. You cannot be dealt 
damage until your next turn. You may activate this effect 
once until a short or long rest. 


HEMOSTASIS 


At 7th level, you may sacrifice 1 Power Rune as a bonus 
action to gain Hemostasis. Your blood is cursed with 
necrotic magic, increasing healing from your Blood 
Plague by double your Wisdom modifier for 3 turns. You 
may only activate this once until a long rest. You may 
reforge Power Runes lost this way on a long rest at the 
Ebon Hold. 


BLeOPWwoRMS 


At 11th level, you may sacrifice 2 Power Runes as a 
bonus action to summon 3 blood worms to fight 
alongside you for 1 minute. These worms have 1 health 
and attack during your turn. They can attack anything 
within 15 feet of you. These worms cannot succeed on 
saving throws. They deal damage equal to your Wisdom 
modifier. When they die, each worm heals you for an 
amount equal to 1d4 for each Soul Rune engraved on 
your Runic Weapon. They cannot be summoned more 
than once until a short or long rest. 


VORAGITY 


At 15th level, you may sacrifice 3 Power Runes as a 
bonus action to gain an additional attack. This attack 
roll may use Ebon Arts. Additionally, healing effects 
from enemies infected with Blood Plague are doubled 
until the end of combat. 


BLOOD PRESENCE 


At 20th level, as a bonus action, gain an aura of 
bloodthirst for 10 minutes. Enemies gain disadvantage 
on attacks against you if they are infected with Blood 
Plague and you are at less than half health. As a bonus 
action, you may sacrifice this presence to heal for half 
the health you lost since your last turn. You may only 


~ activate Blood Presence once until a long rest. 
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BLOOD EBON ARTS/SPELLS 
I 
SINFUL CONSUMPTION 
Consume your own health equal to your Strength 
modifier+Wisdom Modifier for each Runic Power you spend to 
cast Blood spells. 
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HEART STRIKE 
Learned at 3rd level (Ebon Art) 
Dark Blood 


Casting Time: 1 action 
E_MOONCITY 


Range: Melee 
Effect: Gain 1 Runic Power 


Your weapon glows with a crimson hue, enshrouded in 
dark magic from the Deathrealm. Strike your 
opponent’s heart with your runic weapon, dealing 
weapon damage and healing for that amount. If the 
target is infected with Blood Plague, roll 1d4 per soul 
rune inscribed on your weapon and gain that much 
extra health. 

At higher level (10th), hit a second opponent within 
10 feet. 


MARK OF BLOOD 


Learned at level 3 


Casting Time: 1 action 
Range: 120 feet 
Cost: 1 Runic Power 


Target creature becomes enchanted with a dark ward. 
For 1 hour, when that creature is dealt damage by you, 
they are dealt an extra 1d6 necrotic damage. You can 
smell their blood and track them for up to 10 miles. 
Spells that hide their presence do not prevent you from 
sensing the direction they move in. If they are infected 
with Blood Plague, you gain an increase in movement 
speed (+15) toward the creature. 


RYUNE TAP 


Learned at level 3 


Casting Time: 1 Action 
Range: Self 
Cost: 1 Runic Power 


Gain resistance from Slashing, piercing, and blunt 
damage for 10 minutes. When you are dealt damage by 
a creature infected with Blood Plague, deal 1d4 necrotic 
damage to them and gain 1 runic power. 


MARROWREND 
Learned at 5th level (Ebon Art) 


Casting Time: 1 action 
Range: Melee 
Effect: Gain 2 Runic Power 


Grip your weapon(s), swinging with excessive force and 
smash target, dealing weapon damage. Generate a 
boneshield. You may use this skill once per short/ long 
rest. 


e Bone shield: Damage you take is reduced by 1d6. 
Lasts 10 minutes. When you are successfully 
attacked 3 times, the bones evaporate into dust. 
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» necrotic damage equal to your strength 


BEOOP TAP 


Learned at level 5 


Casting Time: bonus action 
- Range: self 
Cost: 2 Runic Power 


As a bonus action, your blood is absorbed into your rune 
© weapon(s), empowering its next attack. Deal extra 


modifier+wisdom modifier. If the creature is infected 


*%. with Blood Plague, attack with advantage. Your weapon 
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is coated with blood until you hit a creature or up to 1 
minute. 


_ VAMPIRIC BL9QD 


Learned at level 5 


Casting Time: 1 bonus action 
Range: Self 

Cost: 2 Runic Power 
Duration: 1 turn 


Embrace vampiric undeath, channeling your blood with 

necrotic magic to imbue yourself with power. Double 

healing effects you receive for 3 turns in combat (up to 

10 minutes out of combat). If a creature is infected with 
Blood Plague, excess healing from that creature 
becomes a Blood shield that absorbs damage dealt to 
you. the blood shield is dispelled when Vampiric Blood 
is dispelled. 


PARK COMMAND 


S Learned at level 7 


Casting Time: 1 action 
Range: 60 feet 


. »Cost: 2 Runic Power 


Duration: 1 turn 


Target enemy makes a Wisdom saving throw. If they 
fail, command a target enemy to attack you next turn if 
able. If they are out of range, they spend their action 
moving toward you. If they are dealt damage by 
anything other than your Runic Weapon, they may make 
/ a Wisdom saving throw. If they succeed, the this spell is 
: dispelled. If target is infected with Blood Plague, they 
attack you for 3 turns instead. 


ASF 
Learned at level 7 


Dark Blood 


Casting Time: 1 action 
E_MOONCITY 


Range: 60 feet 
Cost: 2 Runic Power 
Duration: 1 turn 


Reach out with your hand, focusing your mind and 
grasp target enemy’s throat, crushing it with 
overwhelming force. Target makes a strength saving 
throw. If they succeed, reduce damage from their next 
attack by half and they take half damage from this spell. 
If they fail, target is stunned for their next turn. If target 
is infected with Blood Plague, target is dealt +1d4 
necrotic damage equal to the number of Soul Runes 
engraved on your Runic Weapon and you gain life equal 
to that damage rounded up. 


PEATH’S CARRESS 
Larned at level 7 


Casting Time: 1 action 
Range: 60 Feet 
Cost: 2 Runic Power 


Reach out with necrotic tendrils, dealing 4d6 necrotic 
damage and infecting target with Blood Plague. If the 
target is already infected with Blood Plague, heal an 
amount equal to your Wisdom modifier + Constitution 
modifier and restrain the target for 1 minute unless they 
succeed on a Strength saving throw on their turns. 


BLOQPPRINKER 
Learned at level 11 


Casting Time: 1 Action 
Range: 60 feet 
Cost: 3 Runic Power 


Your Rune Weapon surges with necrotic energy, 
drawing out the blood of a target creature into your 
body. Deal 8d10 necrotic damage to target creature 
infected with Blood Plague and gain health equal to that 
amount. 


BONESTORM 
Learned at 11th level 


Casting Time: 1 bonus action 

Range: Self 

Cost: 3 Runic Power 

Duration: Until 0 Runic Power available 


Creatures within a 20 feet radius as a circle make a 
Dexterity saving throw on their turns for each turn this 
spell is active. On a failed save, a whirlwind of bones 
batters creatures, dealing 6d6 bludgeoning+4d6 
necrotic damage. 1 Runic Power is drained as long as 
this is active at the beginning of each of your turns. At 0 
runes available at the end of your turn, the effect ends. If 
they are infected with Blood Plague, heal 1d4 hit points 
for each Soul Rune engraved on your Runic Weapon. 
You may only have 1 instance of this spell active at a 
time. 

SANGUINE GROUND CREPLAGES 
PEATH & DECAY) 

Learned at 11th level 


Casting Time: 1 action 
Range: Self 

Cost: 3 Runic Power 
Duration: 1 minute 


Bathe the ground in the blood of your enemies in a 30 
foot radius around you. Creatures within the zone make 
a Constitution saving throw on their turns. On a failed 
save, deal 5d8 necrotic damage and healing an amount 
equal to the damage they received, rounded down on 
each of their turns. If the enemy is infected with Blood 
Plague, they attack you at disadvantage on their turn. 


DANCING RUNE WEAPON 
Learned at 17th level 


Casting Time: 1 bonus action 
“Range: 5 feet 
Cost: 5 Runic Power 


ummon a runic weapon forged by the blood of your 
emies for 3 turns. The weapon copies all melee 
attacks from the Death Knight. All passive effects from 


melee attacks are also copied (including rune charging 


and healing). All healing effects from the Dancing Rune 
Weapon are redirected to the Death Knight. 
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?EFIENDGRASP > 
Learned at 17th level [ 
, . } Dark Blood 
Casting time: 1 Action E_MOONCIPY 
Cost: 5 Runic Power 
Range: 150 feet 


Duration: Instantaneous 


Ghoulish, necrotic hands of blood of fallen souls from 
the Deathrealm are summoned from your Runic 
Weapon, reaching out to up to 6 small/medium 
creatures or | large creature you recognize as an 
enemy. Creatures that are gripped by these hands must 
make a strength check. On a failed save, they are pulled 
toward you within 15 feet and are dealt 5d8 force 
damage. If they are pulled, they make a constitution 
saving throw. If they fail, they are infected with Blood 
Plague. Enemies already infected with blood plague are % 
dealt 4d4 nectrotic damage and you are healed for that | 
amount on a failed save. 


TRANSFUSION GHAINS 
Learned at 17th level 


Casting Time: 1 Action 
Cost: 5 Runic Power 
Range: 60 yard radius 
Duration: 3 turns 


Your Runic Weapon conjures chains of Blood that 
shackle up to 3 target creatures together. When damage 
is done to one creature, half of that damage is dealt to 
the others as well. If a creature is infected with Blood 
Plague, you heal an amount equal to the damage dealt 
by the chain. The chain can be broken if the creature 
make a successful strength saving throw on their Tamnss 
Creatures infected with Blood Plague make this 
strength saving throw at disadvantage. 


Choose 2 cantrips at level 1. 


Path of Frost 
- Cantrip 


Casting Time: 1 action 
Range: Self 
Duration: 2 minutes 


Extend a freezing aura 15 feet around you, creating ice 
beneath your feet and allowing you and party members 
to walk on water in unoccupied space. Damage dealt to 
you or a party member dispels this effect. 


Feign corpse 
Casting Time: 1 action 
Range: Self 

Duration: 1 hour 


As an action, lower your body temperature to that of a 
corpse. You appear dead to all outward inspection and 
to spells used to determine your status. You are blinded 
and incapacitated, and your speed drops to 0. 


Spare the dying 
Casting Time: 1 action 
Duration: Instantaneous 
Range: Touch 

Effect: Healing 


You touch a living creature that has 0 hit points. The 
creature becomes stable. This spell has no effect on 
undead or constructs. 


Message 

Casting time: 1 action 
Duration: 1 round 
Range: 1 20ft 

Effect: communication 


You point your finger toward a creature within range 
and whisper a message. The target (and only the target) 
hears the message and can reply in a whisper that only 
you can hear. You can cast this spell through solid 
objects if you are familiar with the target and know it is 
beyond the barrier. Magical silence, 1 foot of stone, 1 
inch of common metal, a thin sheet of lead, or 3 feet of 
wood blocks the spell. The spell doesn’t have to follow a 
straight line and can travel freely around corners or 
through openings. 


Decompose 
Casting Time: 1 action 
Duration: 1 minute 
Range: Touch 


You reach out and touch the corpse of a creature. Over 
the next minute, the corpse begins to rapidly 
decompose, sprouting fungus and moss as it begins to 
degrade into compost and mulch. An odd-colored flower 
or two may also spring from the corpse in this time. 
Applicable requirements for resurrection are unaffected 
by this decomposition. 
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Class Spells and Ebon Arts 


. Death Strike 
Learned at 1st level (Ebon Art) 


Casting Time: 1 action 
Range: Melee 
Effect: Gain 1 Runic Power 


Attack an enemy with a swing of the runic weapon(s), 
dealing weapon damage and healing you equal to 1d6 + 
strength modifier if you were dealt damage last turn. 

7 You may use this once per short/ long rest. 


Obliterate 
& ~~ Learned at Ist level (Ebon Art) 


Casting Time: 1 action 
Range: Melee range 
Effect: Gain 2 Runic Power 


Brutally attack an enemy with your runic weapon, 
dealing weapon damage to a single target and inflicting 
bonus damage equal to your strength modifier. If the 
target fails a strength saving throw, they are stunned. 
You may use this skill once per short/ long rest. 


Death Coil 


Learned at 1st level 


Casting Time: 1 action 
Range: 60 feet 
> Cost: 1 Runic Power 


When cast, a blast of necrotic energy is shot at a target, 
dealing 1d12 necrotic damage if it’s an enemy or 
healing it if it’s an undead ally. 

At higher levels: Add 1d12 at 2nd level. At 5th, 9th, 
13th, and 17th level you may add an additional 1d12 if 
you spend an additional Runic Power. 


Death and Decay 
< Learned at Ist level 

. Casting Time: 1 action 
Range: 30 feet, 20 feet radius 
Cost: 1 Runic Power 
Duration: 4 turns 


- Curse an area with necrotic energy. Creatures in the 
area other than you or undead creatures make a 
Constitution saving throw on each of their turns. Ona 
failed save, Death & Decay deals 1d6 as necrotic 
damage. On a successful save, they take half damage 
rounded down. 

At higher levels: Add 1d6 at 5th, 9th, 13th, and 17th 
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Cause Fear 
Learned at Ist level 


Casting Time: 1 action 

Range: 60 feet 

Cost: 1 Runic Power 

Duration: Concentration, up to 1 minute 


roe es 

You awaken the sense of mortality in one creature you 
can see within range. A construct or an undead is 

immune to this effect. The target must succeed on a 

Wisdom saving throw or become frightened of you until 

the spell ends. The frightened target can repeat the 

saving throw at the end of each of its turns, ending the 

effect on itself on a success. 


Raise Unholy Ghoul: 


Learned at 1st level 


Casting Time: 1 action 

Range: 60 feet 

Components: 1 Unholy sigil 
Cost: 1 Runic Power 

Duration: Until Dispelled 
Damage: 1d8 (+1d4 per disease) 
Speed: 20 feet 

Armor class: 12 


Use your runic weapon and your unholy sigil to raise a 
dead corpse to fight by your side. The target becomes a 
ghoul and it has half the health of the Death Knight 
rounded up + your Wisdom modifier. Ghouls may be 
commanded to attack a target as a bonus action, 
otherwise it attacks the closest enemy. It’s vulnerable to 
fire and holy damage, but resistant to necrotic and cold 
damage. Ghoul may gain abilities from Unholy 
Devotion. May spend its action to grab. May only have 1 
ghoul at a time. 

At higher levels: At 5th, 9th, 12th, and 16th level add x4 by 
1d8 to attack roll. 
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e Bite: Melee weapon attack: +2 to hit, reach 5ft, one 
creature. Hit 1d8 Piercing damage. 

e Claws: Melee weapon attack: +4 to hit, reach 5ft, one os 
target. Hit 1d8 slashing damage. 

e Leap: As an action, command a ghoul to leap at a foe 
within 40 feet. Deal 1d4 necrotic damage if target is 
infected with a disease. 
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Summon Deathcharger 
Learned at 9th level 


Casting Time: 1 action 
Range: self 

Duration: Until dispelled 
Cost: 3 Runic Power 


Call forth a spectral mount, empowered with dark 
energy from your Runic Weapon. Gain double 
movement speed. The Deathcharger has health equal to 
a riding horse. The steed cannot be exhausted, 
charmed, frightened, paralyzed, slowed, or petrified. If 
the Deathcharger dies, gain 1 Runic Power. You may 

- carry one other willing creature. The Deathcharger can 
walk on water and has resistance to nectrotic damage. 


Anti-Magic Shell: 
Learned at 13th level 


Casting Time: 1 reaction 
Range: self 

Cost: 4 Runic Power 
Duration: 2 turns 


Make a wisdom saving throw as a reaction to a spell 
being cast targeting you. If failed, gain resistance to 
spell damage. If successful, counter the spell or effect. 
Spells countered this way grant you an additional 
damage die on your next attack. The Anti-Magic shell 
remains active for 2 turns. During this time, make a 
wisdom saving throw each time an enemy spell would 
affect you. You can allow a creature’s spell through the 
Anti-Magic shell if you desire. 


Anti-Magic Zone 
Learned at 13th level 


Casting Time: 1 action 

Range: 60 feet, 20 feet radius 

Cost: All available Runic Power. 

Duration: X turns, where X is equal to the amount of 
Runic Power spent. 


Channel necrotic energy from your runic weapon and 
summon a zone of magical resistance. Spell damage 
dealt to you or your allies within that zone is reduced by 
half. Spells cast targeting the zone have disadvantage. 
Lasts for X turns, where x is equal to the amount of 
runic power spent to cast this spell. You may only use 
this spell once per long rest. 


Soul Reap 
Learned at 18th level (Ebon Art) 


Casting Time: 1 action 
Range: Melee 
Effect: Gain 2 Runic Power 


Your Runic Weapon is engulfed in a ghostly aura from 
the death realmreaping the soul of your enemy dealing 
weapon damage as necrotic + Strength modifier. If 
target is infected with a disease, add 1d10 + wisdom 
modifier. 
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Power Runes 

When adding custom spells, rune costs for spells will be 
determined based on spell slot level. Spells of 1st and 2nd 
level cost 1 Runic Power. 3rd level costs 2 Runic Power. 4th 
and 5th costs 3 Runic Power. 6th and 7th level cost 4 Runic 
Power. 8th and 9th level costs 5 Runic Power. 


Contagion, Vampiric Touch, Blight, Cause Fear, Soul 
Cage, Ressurection, Rime’s binding Ice, Spirit Shroud, 
Bestow Curse, Icingdeath’s Frost, Speak with Dead, 
Death Ward, Spirit of Death, Shadow of Moil, 
Enervation, Raise Dead, Eyebite, Harm, Investiture of 
Ice 

Spell level categories: 

1st level: Cause Fear 

2nd level: Rime’s binding ice, Icingdeath’s frost, 

3rd level: Vampiric touch, Spirit Shroud, Bestow 
Curse, speak with dead, 

Ath level: Blight, Spirit of Death, Shadow of Moil 

5th level: Contagion, Raise Dead 

6th Level: Soul Cage, Harm, Investiture of Ice 

7th level: Resurrection 
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